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Abstract 
The purpose of this research was to find out whether or not the use of RPG effective in 
teaching reading comprehension of descriptive text to the eighth grade students of 
SMPN 2 Pontianak in academic year 2018/2019. This research was a pre-
experimental research design by using one group pre-test and post-test. The 
population of the research is the eighth grade students’ of SMPN 2 Pontianak which 
consists of 249 students. From the populations, class VIII H has been chosen as 
sample with 30 students and the data were collected by measurement technique. 
Referring to the research findings, it showed that the RPG was effective to enhance 
students’ reading comprehension due to the increasing of the students’ reading 
achievement. It was proved by calculating the t-test calculation result (7.47) which 
was higher than the t-critical (2.045) and the effect size was 1,17 categorized as 
strong effect. It means that the use of RPG for teaching reading comprehension had 
increased the students’ skill in reading comprehension of descriptive text. There was 
significance different result between the pre-test and post-test. The students’ reading 
score increased and students could understand the text well and enjoyed in learning 
English. 
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INTRODUCTION 
Reading plays an important role in the 
individual development and it is considered 
as the most important activity for readers. By 
reading activity, readers can get more 
knowledge and information. Reading is 
needed for the learners to learn, but reading 
comprehension is not only reading the text. It 
needs a process in which interaction is 
essential to written language to understand 
the meaning of the text. Text is not only a 
mere writing but, when a reader read a text 
carefully they will be able to understand the 
meaning behind the written language. 
According to Woolley (2011), reading 
comprehension is a process to interpret the 
written language. It means reading 
comprehension is a skill to know the message 
that writer wants to convey to the readers 
through the text. Moreover, English language 
could be more difficult to understand for 
Indonesian students as English as Foreign 
Language (EFL) learners since they need to 
deal with a lot of time and effort into 
acquiring and learning the language to 
understand the language. The students 
needed to be able understand and read 
English language. 
Nowadays, the government of Indonesia 
implements curriculum 2013 and the subjects 
of this study is implemented in this 
curriculum. Based on the syllabus, textthat 
has been written to teach in eighth grade 
students includes descriptive, narrative, and 
recount texts. In this research, the researcher 
only taught descriptive text because 
descriptive text appears in the first semester 
of eighth grade. One of the challenges for 
teachers in implementing curriculum 2013 is 
that teachers struggle in gaining students’ 
attention to the material. According to Nur 
and Madkur (2014), one of the challenges 
that curriculum 2013 brings for teachers is to 
set the interesting material of teaching for 
2 
 
students and its scoring criteria. In SMPN 2 
Pontianak, when the researcher was doing 
teaching training, the teacher only gave tasks 
to the students to read the text in the book 
then they were asked to answer the questions 
that were provided in the book. The book 
contains only text, there was no clue or only 
thing that helps the students in understanding 
the text. As the results most of the students 
were feeling bored with the teaching learning 
process. Some other problems that the 
students faced in reading were when students 
were trying to comprehend the text, they felt 
bored and they could not understand what the 
text was about. Now, in curriculum 2013 the 
role of teacher is important in selecting 
appropriate teaching media to support 
students in learning reading comprehension.  
Technology is used to support teachers 
to make media such as; power point, picture 
slide, slide show, computer games, and so on 
in teaching learning process. In this era, the 
use of technologies was common to help the 
teachers to gain students’ interest in learning 
process. According to Al-Hariri and Al-
Hattami (2016), the implementation of 
technology is able to improve students’ 
comprehension of content and development 
of skills in, for example, analytical reasoning, 
problem solving, information evaluation and 
creative thinking. From the definition above, 
the researcher concluded that technology can 
significantly help learners in learning. Thus, 
the teacher needs to be more prepared 
especially in making the students interested 
to the subject and the material. 
In this research, the researcher used Role 
playing game(RPG) which is one of the 
genres of computer game, to teach reading 
comprehension. RPG is one of genres of 
computer games. According to Randel, 
Morris, Wetzel and Whitehill (1992), 
computer games have been particularly 
effective in raising reading achievement. 
Computer games, or some would say they are 
interesting, deploying rich visual and spatial 
aesthetics that draw players into fantasy 
worlds that seem very real on their own 
terms, exciting awe and pleasure (Poole, 
2000 in Mitchel and Smith, 2004, p.58). 
When RPG is applied in a class, the first 
thing that can be predicted that it affects to 
other students’ attitude, for example, when 
learning with a fun way, in learning process 
can be interesting for them, but if it is not a 
fun way, the learning process can be boring.  
RPG is one of the genre games, which is 
an abbreviation of role playing games. It is a 
virtual world which employs fantasy in the 
making. According to Hitchen and Drachen 
(2009), RPG is a world on computer game by 
fantasy setting which means that the game 
can be created by the fantasy maker, so the 
game can be customized to the story-line of 
the game. RPG provides a world, text, visual 
act, and critical thinking to solve the 
problems in the game. It is not only a game, 
because the players need to read all of text 
present so the players can understand all the 
plot sequence of an RPG. The Role-playing 
game (RPG) and reading are two things that 
cannot be separated. According to Gee 
(2003), text in a game is important. It 
provides the players to understand what the 
game is about by reading the text. In school, 
RPG can be used in teaching learning, 
especially in reading comprehension.  
According to Prot, McDonald, Anderson 
and Gentile (2012), RPG game is effective in 
teaching especially in teaching reading. The 
players need to read the text in the game as a 
guide for them to understand what they 
should do or where they need to go. Based on 
statements above, it means RPG games can 
help students in learning reading 
comprehension. 
A previous research which uses RPG 
was conducted by Putra (2014), the result of 
his study showed that playing RPG could 
bring some positive effects to the player and 
he found that there is strong relationship 
between RPG and students’ reading 
comprehension of narrative text.  
 The another research which uses a 
text based game was conducted by Manuaba 
(2017), the result of his study showed that 
players who played the game can gain 
information from not knowing into knowing 
something and a text based game with 
interaction fiction approach could possibly 
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bring people, especially youth generation, to 
improve the reading behaviour..  
With dereference to those previous 
researches, this present research was 
conducted to the students of reading 
comprehension of descriptive text This 
research was conducted in SMPN 2 
Pontianak because when the researcher was 
doing teaching training, he found some 
problems that the students have been facing 
in reading, especially when students were 
trying to comprehend the text, they felt bored 
and they could not understand the text easily 
because the text was not easy to understand 
with long text and difficult words for them in 
understanding it.Additionally, the researcher 
chose SMPN 2 Pontianak as a subject 
because the school was accessible, able to 
provide facilities that support the research 
and the most important is they had never 
practiced using this game before.  
The researcher expected to find out the 
purpose of this research, the purpose of this 
research was to find out whether or not the 
use of RPG effective in teaching reading 
comprehension of descriptive text to the 
eighth grade students of SMPN 2 Pontianak 
and the researcher hoped this research can be 
a guidance for teacher to help students in 
teaching reading comprehension in this era. 
 
METHODOLOGY 
In this research, the researcher used one 
of the types of quantitative research that was 
a pre-experimental. According to Creswell 
(2012), experimental research design is 
mostly using quantitative research and he 
adds that experimental research is used when 
researcher wanted to make possible cause 
and effect between independent and 
dependent variable. It means that the thing 
that the researcher uses in teaching learning 
was the cause and the cause was giving 
impact the learner in such away that it 
became the effect. 
The design of this research was using 
one group pre-test and post-test design. 
The one group pre-test and post-test 
design can be illustrated as follow:
 
 
Table1. One group pre-test and post-test design 
Pre-test Treatment Post-test 
O1 X O2 
 
The population in this research was the 
eighth-grade students of SMPN 2 Pontianak 
in academic year 2018/2019 which consist of 
249 students where there are eight classes 
which 8A was 30 students, 8B was 31 
students, 8C was 33 students, 8D was 31 
students, 8E was 31 students, 8F was 32 
students, 8G was 31 students, and 8H was 30 
students. In choosing the sample of this 
research, the researcher used cluster random 
sampling technique by doing a lottery to 
choose it. The population is divided into sub-
class called as clusters on the basis of their 
class. The researcher put name of all 
classeson a slip of paper to select the sample. 
Then,the researcher took class H in the 
eighth-grade students of SMPN2 Pontianak 
in academic year of 2018/2019 as sample of 
this research. The sample consists of 30 
students. In order to get the data, the 
researcher used measurement technique to 
collect the data of students` reading 
comprehension of descriptive text. 
In conducting the research, the 
researcher did it in some stages: 1) the 
researcher observed the school to collect 
some information about the location of the 
school, the class in teaching learning, and the 
teacher, 2) the researcher made lesson plan in 
order to guide the researcher to implement 
RPG in teaching learning process to achieve 
the goal, 3) the researcher prepares the tools 
which consist of test (pre-test, implement, 
and post-test) and the game, 4) the researcher 
was checked the test items before they are 
used to assess the sample, 5) after the item 
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tests are tested in the other class. The 
researcher gave the pre-test to the sample, 6) 
the researcher was gave the treatments to the 
sample through RPG game, 7) the researcher 
gave the post-test in order to measure 
whether or not the RPG can affect students’ 
reading comprehension, 8) The last, the 
researcher analyzed the data to make 
conclusion and explanation about the data, 
before the test items used to test the sample, 
the researcher needs to try out the test items 
to make sure that all of the test items can be 
used as a test. Here, the total of the test item 
of pre-test and post-test was 20 test items of 
multiple choices. The researcher used content 
validity to make sure whether the test item is 
valid or not. The content validity itself was 
matched with the material that already 
learned.  
In order to find the answer of the 
problems, the researcher calculated the mean 
score and the difference score between pre-
test and post-test. Then, the computation of 
data started from computing the mean score 
of pre-test and post-test, variance, and also 
standard deviation. Then, the researcher 
computed the difference between the score of 
pre-test and post-test. The T-test was used to 
analyze the students’ significance score of 
pre-test and post-test and the last the 
researcher analyze the effect size formula to 
know the size of effect of the RPG on reading 
comprehension of descriptive text. 
 
RESULTS AND DISCUSSION 
Results 
Based on the calculation of pre-test and 
post-test, it was found that the mean score of 
pre-test was 73 and the mean score of post-
test was 89.67 
In the pre-test, the sum of the students’ 
score of pre-test (O1) was 2.190 with the 
highest score was 95 and lowest score was 35 
and the mean score of pre-test was 73. Based 
on the score of students and the mean score 
of the pre-test, they have good enough 
reading comprehension skill in understanding 
the text, but half of them did not. 
Then implemented the treatment of 
teaching reading comprehension of 
descriptive text by using RPG (X). The 
researcher gave the students two times of 
treatment with some treatment, but in 
different question and the game. 
After that, the post-test which was 
conducted after doing the treatments. The 
sum of the students’ score of post-test (O2) 
was 2.690 with the highest score of post-test 
was 100 and the lowest score of post-test was 
55 and the mean score of post-test was 89.67. 
Based on the score of students and also the 
means score of the post-test, almost all of 
students have good enough score in reading 
comprehension of descriptive text after 
learning by using RPG. 
Based on the result of the calculation 
above, the researcher concluded that there 
was a significant difference between the 
mean score of  pre-test and post test. It means 
that teaching reading comprehension of 
descriptive text by using RPG is effective on 
the students` reading achievement. The 
significant difference of before and after 
treatment could be seen from the graphic 
below:
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Then, the researcher find out the 
significant difference of the means score of 
pre-test and post-test, t-test formula had been 
implemented. However the standard 
deviation was formerly calculated. It was 
foind that the variation score of pre-test was 
298.88 and the post test was 109.54. Then the 
standard deviation of pre-test was 17.29 and 
post test was 10.47. 
 
Table2. Mean and Std deviation computation using SPSS 
  Mean N Std. Deviation 
Std. Error 
Mean 
Pair 1 
PRETEST 73.00 30 17.100 3.122 
POSTTEST 89.67 30 10.417 1.902 
 
After found theses computation, the 
researcher used the computation before to 
know the correlation before and after the 
treatments. The result of computed the 
correlation was 0.717 categorized as high 
correlation coeficient, it means there were 
strong relation between playing RPG and 
reading text. 
 
Table3. Correlations computation using SPSS 
  N Correlation Sig. 
Pair 1 PRETEST & 
POSTTEST 
30 .717 .000 
 
Next, the researcher analyzed the 
significance score between pre-test and post-
test by using t-test. The researcher obtained 
that the t-test was 7.47. The researcher 
determined the tcritical where α = 0,05, because 
there were two samples before and after 
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Graphic 1. Students’ Mean Score Pre-test and Post-test 
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treatment so that α / 2  = 0,05/2 = 0,025. To 
find out tcriticalin distribution table –t, db = n-
1, db= 30-1= 29. It means that the tcritical is 
2.045. Then the researcher compared the t-
test/tratioand tcritical, the result of statistical 
analysis showed that tratiowas 7.47 and 
tcriticalwas 2.045 it means that tratiowas higher 
than tcritical(7.47>2.045). 
 
Table.4 T-Test computation using SPSS 
 
Paired Differences 
T Df 
Sig. 
(2-
tailed) 
Mean 
Std. 
Deviation 
Std. Error 
Mean 
95% Confidence 
Interval of the 
Difference 
Lower Upper 
Pair 
1 
PRETEST - 
POSTTEST 
16.66
7 
12.058 2.202 -21.169 -12.164 -7.570 29 .000 
Based on the result of the computation 
above, it can be concluded that teaching 
reading comprehension of descriptive text by 
using RPG at the eighth grade students has 
significantly increased the students’ reading 
comprehension achievement. It is proven that 
the alternative hypothesis which stated that 
teaching reading comprehension by using 
RPG game is effective to teach students’ 
reading comprehension of descriptive text at 
eighth grade students of SMPN 2 Pontianak 
is accepted and the null hypothesis which 
stated that teaching reading comprehension 
by using RPG game is not effective to teach 
student’s reading comprehension of 
descriptive text at eighth grade students of 
SMPN 2 Pontianak is rejected. The 
significant differences can be interpreted that 
the students’ reading comprehension 
achievement was significant after being 
taught using RPG. Then the result of effect 
size of using RPG in reading comprehension 
of descriptive text was 1.17. Based on the 
result of the effect size, it means the use of 
RPG in teaching reading comprehension of 
descriptive text was strong effect in reading 
achievement of students’ reading 
comprehension. In other words, RPG game 
can affect students’ reading comprehension 
of the descriptive text to the students of 
SMPN 2 Pontianak in academic year 
2018/2019. 
 
Discussion 
Based on the result of data analysis, the 
researcher found that using RPG contributes 
a positive impact to increase students’ skill in 
reading comprehension of descriptive text.  
Through the application of RPG used for 
teaching reading comprehension, the teacher 
can help students in increasing their skill in 
reading comprehension, because RPG is a 
game that provides text in the game by 
playing the storyline. Most of the students 
became more excited in reading the text 
while playing the game. However, the 
researcher realized that the medium has its 
strengths and weaknesses. In other word, it 
confirm the result of previous research that 
RPG can bring positive effect to the players 
and the players gain information from not 
knowing into knowing something. 
The strengths that found by the 
researcher while teaching reading 
comprehension can be explained such as, 1) 
RPG gains students’ focus and enjoyment 
while reading the text by playing the game 
while the running texts are showing to the 
monitor of the computer without any 
interruption from the other friends, 2) RPG 
gives chance to every student to learn by 
doing. By playing RPG they can learn 
reading comprehension with doing playing 
and giving feedback by their doing while 
playing, 3) the students became more excited 
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in learning when reading running text while 
playing the RPG. 
Nonetheless, the researcher also faced 
some problems while teaching by using RPG 
which are, such as, 1) some students still do 
not know how to use the computer or operate 
the computer, such as to open file and move 
character, 2) some students sometimes also 
asked about the guidance. For example, 
navigating, moving their character, and also 
interacting to monster in the game, 3) their 
attentions are split up. Because students was 
too excited to play with the computer while 
the teacher was explaining about the material 
and procedures and rules, 4) other weakness 
was that because the game is without sound 
for dialogue and running text in RPG, so the 
students did not learn the spelling and neither 
the pronunciation. 
Based on the aforementioned problems, 
the researcher solved the problems in guiding 
them to the right direction and tried to 
answers some questions that were related to 
the text in the game. When students read the 
text after finding the right place, there were 
some events of the game that showed the text 
or dialog that needs to be understood. While 
the process of the second treatment was 
happening, the students participated actively 
and enthusiastically. The researcher found 
that the text is more enjoyable in the game 
and students were more concentrated in 
reading while playing it. The students’ 
attention was better during in second 
treatment. They were also willing to read 
without messing around with their friends, 
which means that the student enjoyed and 
understood the text more than before 
teaching by using RPG. 
After implementing this research, the 
researcher found that this research had 
confirmed the previous research that was 
RPG can increase students` reading 
comprehension achievement and makes the 
students easier to understand the text while 
they are learning. In addition, the researcher 
found that RPG possibly brings people, 
especially young generation, to improve their 
reading behavior habits’. Through this 
research, the students not only increase in 
reading comprehension of the text 
achievement but also the reading habits in 
their era. 
In addition, this game also helps 
students to understand more in what they 
read, because the game provides both the 
story and the text. The teacher could use the 
RPG as an alternative way to enhance 
students’ achievement in reading 
comprehension and also increase student 
passion at reading.  
Regarding the discussion above, it can 
be concluded that the use of RPG increase 
the students’ reading comprehension at 
eighth grade students of SMPN 2 Pontianak 
in academic year 2018/2019. From the 
computation of t-ratio was 7.47 (using t-test) 
and t-critical was 2.045 (on t-table 
distribution), from the data above. It 
indicated, their score increased pre-test and 
post-test. It gave a significant impact on the 
students’ score due to the increasing of their 
understanding. 
 
CONCLUSION AND SUGGESTION 
Conclusion 
Regarding the research findings and 
discussion, the researcher concluded that 
teaching reading comprehension by using 
RPG can increase the students` reading 
comprehension. The prediction of the 
alternative hypothesis (Ha) in this research 
was accepted, and with that, there was a 
significant difference in students’ 
achievement after being treated by RPG. It 
means that the null hypothesis (Ho) was 
rejected which that means by using RPG 
game is effective to enable achieve their 
reading comprehension. It is categorized as 
strongly effected students reading 
comprehension achievement. 
 
Suggestion 
Based on the result of the research, the 
researcher will list some suggestions to the 
any party who could potentially be 
influenced by the implementation of RPG.  
RPG is recommended to be used in 
teaching reading comprehension because it 
engages students’ participation in reading, 
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turning the text from boring into full of 
excitement. 
For the teacher, the researcher 
recommends to all teachers to apply this 
game in class as one way to increase 
computer operation experience for the 
teachers and students to gain operating 
experience of computer and to increase their 
reading comprehension. Furthermore, it can 
increase their motivation and also their focus 
in learning reading process better than just a 
text book or teachers’ explanation since the 
game brings new atmosphere to the class for 
the students in gaining more information and 
exploration which means that the students 
can get new experience in gaining 
information of reading descriptive text that 
helps them to find out the information of the 
descriptive text through the story in the 
game.  
Since the limitation of this research was 
attract the students’ attention while starting a 
playing section. The researcher recommends 
teachers to provide and use a “Projector” 
during the teaching process, to make it easier 
to attract students’ attention and focus while 
the teacher starts briefing.  
Besides, game had no sound, therefore, 
the researcher recommend for the other 
researcher to develop the media more such 
as, to provide sounds, to add with creating 
new map, characters and events, so the media 
will not only be able to use for teaching 
reading but also for teaching others skills like 
writing, listening, speaking and adding some 
effect sound to make it more power while 
implementing this game.  
The last suggestion is that the game can 
be facilitated to make it online so the students 
can be practiced anytime and anywhere. 
Afterward, students can be cooperating with 
their friends and also make them more 
competitive and interesting in the teaching 
learning process than ever before. 
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